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MULTIPLE POSITION SINGLE ROUND
GAMING SLOT MACHINE AND METHOD

RELATED APPLICATIONS

[0001] Thepresent application claims the benefit of priority
of PCT/US2006/37036, filed Sep. 25, 2006, entitled “MUL-
TIPLE POSITION SINGLE ROUND GAMING SLOT
MACHINE AND METHOD”, which is incorporated by ref-
erence herein in its entirety.

FIELD OF THE INVENTION

[0002] The present invention relates to multi-hand gaming
opportunities and, in a particularly contemplated embodi-
ment, relates to multi-hand blackjack games.

BRIEF DESCRIPTION OF THE DRAWINGS

[0003] FIG. 1 illustrates a front elevational view of a gam-
ing device suitable for use with some embodiments of the
present invention;

[0004] FIG. 2 illustrates a block diagram schematic of the
gaming device of FIG. 1;

[0005] FIG. 3 illustrates a server based gaming environ-
ment suitable for use with some embodiments of the present
invention;

[0006] FIG. 4 illustrates exemplary techniques through
which a mobile terminal may be networked into a communi-
cation system so as to implement one or more embodiments
of the present invention;

[0007] FIG. 5 illustrates a tabletop gaming station suitable
for use with some embodiments of the present invention;
[0008] FIG. 6 illustrates a flow chart illustrating an exem-
plary methodology of certain embodiments of the present
invention;

[0009] FIG. 7 illustrates a first exemplary screen shot of a
portion of the methodology of FIG. 6;

[0010] FIG. 8 illustrates a second exemplary screen shot of
a portion of the methodology of FIG. 6;

[0011] FIG. 9 illustrates a third exemplary screen shot of a
portion of the methodology of FIG. 6;

[0012] FIG. 10 illustrates an exemplary “perfect play”
strategy card; and

[0013] FIG. 11 illustrates an exemplary methodology for a
tabletop embodiment of the present invention.

DETAILED DESCRIPTION OF THE INVENTION

[0014] Blackjack is one of the most popular table games in
casinos today. Its popularity is based in part on the relatively
easy to understand rules and the fact that perfect play reduces
the house edge to approximately 0.5% (or less depending on
the number of decks used and whether the table uses Las
Vegas, Atlantic City, or other variant rules). While gaming
establishments are generally profitable, operators are seem-
ingly always looking for new ways to increase revenue.

[0015] Embodiments of the present disclosure seck to
leverage the popularity of blackjack by providing multiple
blackjack hands to a single player during a round of game
play at a gaming device or table. The multiple hands are
amalgamated into a composite set of cards. The player wagers
on whether or not the set containing the multiple blackjack
hands has certain attributes or characteristics. The attributes
or characteristics of the set are compared to predefined thresh-
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olds to determine an outcome (winning or losing), and, if
appropriate, a benefit is awarded to the player according to a
paytable.

[0016] In a particular exemplary embodiment, for a single
round of play, a player selects a number of blackjack hands
that are dealt to the player and places a wager as a multiple of
a unit of wager. The hands are dealt to the player, and a hand
is dealt to the dealer. The player may make strategy decisions
for each hand (stay, hit, double down, and the like) to create
the set containing the multiple blackjack hands. The attributes
of the set containing the multiple blackjack hands are then
evaluated and compared to a paytable. For example, if the set
containing the multiple blackjack hands contains more than
five hearts, a benefit may be provided. The types of attributes
and thresholds associated with the attributes may be varied as
practical or desired while maintaining a suitable house edge.
As the player has to make several decisions, the player may
feel more involved than during the course of ordinary slot
machine play, which in turn may cause the player to play for
longer periods of time.

[0017] To facilitate understanding, an overview of appro-
priate hardware and software components may be imple-
mented is provided with respect to FIGS. 1-5. The discussion
of the particularly contemplated details of various embodi-
ments begins below with reference to FIG. 6.

[0018] FIG. 1 illustrates a front elevational view of a gam-
ing device 10, which is, as illustrated, a multi-hand blackjack
slot machine that may be used in accordance with some
embodiments. The gaming device 10 includes a housing 12
boasting game name indicia 14 and a primary display 16 on
which the game action is presented. A secondary display 18
presents images and text to provide supplemental information
or instructions to the player as practical or desired.

[0019] An input keypad 20 includes a plurality of buttons
through which the player may provide input to the gaming
device 10. A credit meter 22 displays a current total of credits
available to the player. Credits may be established by the
player through the use of an equity input mechanism 24 or
through game play as will be further described herein.
[0020] A player-tracking mechanism 26 may be used to
identify a player at the gaming device 10, which, in turn, may
allow messages on the secondary display 18 to be personal-
ized, comp points posted to the player profile, and the like.
Belly glass paytable display 28 provides a listing of the pay-
table used by the gaming device 10. Collectively, the displays
16, 18, 28, input keypad 20, credit meter 22, equity input
mechanism 24 and player-tracking mechanism 26 may be
thought of as a user interface 50 (see FIG. 2) for the gaming
device.

[0021] More particularly, the primary display 16 presents,
in this exemplary embodiment, a dealer position 30 and one or
more player positions 32 (denoted 32,-32; herein for the five
player positions illustrated, although fewer or more positions
may be used as practical or desired). When not actively con-
ducting game play, the gaming device 10 may present an
attraction screen or video clip designed to draw attention to
the gaming device 10 and entice a player to begin game play
on the gaming device 10.

[0022] Asillustrated, the dealer position 30 and each player
position 32 include indicia representative of the two cards
dealt to the position at the beginning of blackjack game play.
During game play, animations of cards being dealt may be
presented and the cards then displayed on the card indicia. In
an exemplary embodiment, one of the cards at the dealer
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position 30 is initially dealt face down so that the player does
not know what that card is. As the player requests additional
cards through a “hit” command, more animations may be
provided to present the additional cards, and the additional
cards may be added to the player position 32 in any appro-
priate manner. Once the player has resolved each hand at each
active player position 32, the face down dealer card may be
flipped, and cards may be added to the dealer position accord-
ing to well established rules (e.g., a dealer always hits on a
soft seventeen or less). More detail on conducting game play
is provided below.

[0023] The primary display 16, secondary display 18, the
credit meter 22, and/or the belly glass paytable display 28
may be an LED, LCD, CRT or other appropriate display type
as practical or desired. In an alternate embodiment, the belly
glass paytable display 28 is a static display and is merely
indicia painted, etched, or otherwise affixed to a glass panel.
[0024] Inputkeypad 20 includes play command buttons 34,
which for blackjack may include commands such as “stay”,
“hit”, “double down”, and “split”, each of which interoper-
ates during game play according to the well understood rules
of blackjack. While not shown, a “surrender” button may be
provided if practical or desired. Indicia providing a textual or
visual clue as to the play command may be presented on the
buttons 34 as is well understood.

[0025] Input keypad 20 may further include a plurality of
position selection buttons 36 that indicate to the gaming
device 10 how many player positions 32 (from amongst the
total number of available player positions 32 provided on the
primary display 16) the player wishes to activate. In the
exemplary embodiment, since there are five player positions
32, the player may select from between two and five player
positions by pressing the appropriate position selection but-
ton 36. Indicia providing a textual or visual clue as to the
number of positions associated with the button 36 may be
presented on the button 36 as is well understood.

[0026] Input keypad 20 may further include credit wager
buttons 38. As defined herein in the section entitled Rules of
Interpretation presented below, the gaming device 10 oper-
ates using units of wager. Each credit herein corresponds to a
unit of wager. The player may selecthow many units of wager
are to be bet by pressing the corresponding credit wager
button 38. In this exemplary embodiment, one through three
units of wager may be bet by the player. In other embodi-
ments, more or fractional units of wager may be bet by the
player as practical or desired. Note that input keypad 20 may
be actual mechanical buttons or incorporated into a touch
screen display as practical or desired.

[0027] Input keypad 20 may still further include a start
mechanism. In a first embodiment, the start mechanism is a
start button 40. In a second embodiment, the start mechanism
is a handle 42. While not strictly a button, the handle 42 is, for
the purposes of the present disclosure, defined to be part of an
input keypad. The player initiates a game start by pressing the
start button 40 or pulling the handle 42. Other start mecha-
nisms may be used as practical or desired.

[0028] The equity input mechanism 24 may include a coin
acceptor 44, a magnetic card reader 46, a paper acceptor 48
and/or the like. Magnetic card reader 46 may accept credit,
debit or other form of card including a smart card or the like.
The paper acceptor 48 may accept bills in appropriate
denominations and/or be a cashless gaming receipt acceptor.
Still further the paper acceptor 48 may print cashless gaming
receipts. Alternatively benefits may be output through a coin
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hopper (not shown) or through a dedicated cashless gaming
receipt printer (also not shown) as is well understood in the
slot industry. While not shown, the equity input mechanism
24 could include a radio frequency identification (RFID)
interrogator that interoperates with a player-controlled tran-
sponder (e.g., incorporated into a key fob or the like). The
interrogator could retrieve an account number (e.g., a credit
card account, a bank account, or the like) from the transpon-
der and establish equity therethrough. As yet another alterna-
tive, the player may use a cellular phone (or other mobile
terminal) and call a number displayed on the gaming device
10. The gaming device 10 may then bill the cellular phone
account of the player. As yet another option, the mobile ter-
minal may communicate with the gaming device 10 through
some other protocol (e.g., BLUETOOTH™ or WI-FI™) and
provide account information to the gaming device 10 such
that the account may be billed as practical or desired. A
dongle with an electronic wallet stored thereon, or other simi-
lar structure could be used in conjunction with an appropriate
dongle port. Still other mechanisms for establishing equity
may be used if practical or desired. In place of providing a
benefit through the coin hopper or a cashless gaming receipt,
funds may be credited to an account that was used to establish
equity (e.g., acredit applied to a cellular phone account, direct
deposit to a bank, and the like) or other account associated
with the player (e.g., such as an account associated with a
player-tracking profile).

[0029] The player-tracking mechanism 26 may be a mag-
netic card reader into which the player inserts a magnetic
stripe player-tracking card. While illustrated as a magnetic
card reader, it should be appreciated that the player-tracking
mechanism 26 could be a smart card reader, a bar code reader,
a dongle port, or other mechanism such as a wireless interro-
gator that interrogates a RFID device such as a transponder
positioned in a key chain fob or the like. In still another
embodiment, the player-tracking mechanism 26 may be a
biometric input such as a fingerprint reader, a retinal scanner,
or the like. Such inputs may be accompanied by a keypad for
PIN entry if practical or desired. Acknowledgement of use of
a player-tracking device may be made on the secondary dis-
play 18 or other location as practical or desired.

[0030] A block diagram of the gaming device 10 is illus-
trated in FIG. 2. In particular, the gaming device 10 includes
the user interface 50, which includes the displays 16, 18, 22,
28, the input keypad 20, the equity input mechanism 24, the
player-tracking mechanism 26, and a benefit output device 52
(e.g., the coin hopper or cashless receipt printer). The user
interface 50 is operatively coupled to a controller 54. The
controller 54 may further be operatively coupled to a random
number generator 56 and a communication port 58. Memory
60 with programs 62 stored therein is further operatively
associated with the controller 54. The elements of the gaming
device 10 may communicate over a wirebased bus (not shown
explicitly) or wirelessly as practical or desired. The controller
54 with memory 60 and the programs 62 is a control system
as that term is defined in the Rules of Interpretation.

[0031] Note that while the user interface 50 has been
described in terms of discrete buttons and displays, it is pos-
sible, as alluded to above, that the buttons of the input keypad
20 may be incorporated into one or more displays through the
use of a touch screen. Extending this concept, the touch
screen may include menus and active buttons from which a
player may select various options relating to her gaming
experience. An exemplary option may be supplemental audio
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played through speakers on the gaming device 10. This option
may be selected from a menu. Such menus may be WIN-
DOWS® style drop down menus that appear when a player
touches a particular portion of the touch screen, selectively
enabled through the actions of the player, or otherwise made
available as practical or desired. Once the menu appears, the
touch screen may make the menu active such that a player
may make a selection from the menu by touching the area of
the screen on which the option appears. While a WIN-
DOWS® style menu option is possible, other presentations
are also possible. Instead of audio, video could also be
selected through such menus and then presented on one or
more of the displays. As is readily understood, such a touch
screen may require a touch screen controller with the menus
stored in appropriate memory devices (e.g., memory 60)
associated with the gaming device 10. Likewise, the content
that is selected from such menus must be available either
locally or remotely so that the gaming device 10 may present
such content. In some embodiments, the display of such
menus may preempt the display of other information. For
example, in one embodiment, the menus may appear on a
display 28 and, when the menus are active, the paytable
illustrated in FIG. 1 may be obscured by the menus. Other
arrangements are also contemplated.

[0032] The controller 54 may be positioned within the
housing 12 of the gaming device 10. Memory 60 may also be
positioned within the housing 12 and may be a computer
readable medium as that term is defined in the Rules of
Interpretation. The software programs 62 include instructions
for making the controller 54 operate. The software programs
62 may be stored in a compressed, uncompiled, and/or
encrypted format. The software programs 62 may include
program elements that are necessary for operation of the
controller 54 such as an operating system, a database man-
agement system, device drivers, and the like. The software
programs 62 may be uploaded into the memory 60 through
any appropriate mechanism such as installation from a floppy,
CD, or DVD drive, downloaded from a network through
communication port 58, or other mechanism as is well under-
stood. While not explicitly illustrated, memory 60 may store
a probability database and/or a payout database. The book
“Winning At Slot Machines™ by Jim Regan (Carol Publishing
Group Edition, 1997) illustrates examples of payout and
probability tables and how they may be derived. The entirety
of this book is incorporated by reference herein.

[0033] The payout database may be a paytable database
containing the information presented in the display 28 in such
a manner that hands at the player positions 32 may be com-
pared thereto and a benefit for the player determined. Such a
paytable database may include an attribute entry defining an
attribute, a threshold for the attribute above which the player
has qualified for a winning outcome, and a benefit entry
which may include a number of credits, comp points, or other
value to be awarded to the player. Other arrangements are also
possible. Note that the benefit may be a cash value benefit, a
comp point, a free game start, an element such as a token
redeemable for a free game start, a bonus game start, access to
an improved paytable, access to some form of premium play,
a ticket to a show, a ticket for a discount at a restaurant, or the
like. note that the premium play may be selected from a menu,
which may include forms of insurance, improved paytables,
reduced wager requirements, and the like.

[0034] The random number generator 56 (as well as any
other random number generator described herein), in accor-
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dance with at least one embodiment, may generate data rep-
resenting random or pseudo-random values (referred to as
“random numbers” herein). The random number generator 56
may generate a random number every predetermined unit of
time (e.g., every second) or in response to an initiation of a
game on the gaming device 10. In the former embodiment, the
generated random numbers may be used as they are generated
(e.g., the random number generated at substantially the time
of game initiation is used for that game) and/or stored for
future use in the memory 60.

[0035] The random number generator 56, as used herein,
may be embodied as a processor separate from but working in
cooperation with controller 54. Alternatively, the random
number generator 56 may be embodied as an algorithm, pro-
gram component, or software program 62 stored in the
memory 60 or other device and used to generate a random
number.

[0036] Note that, although the generation or obtainment of
arandom number is described herein as involving the random
number generator 56, other methods of determining a random
number may be employed. For example, a gaming device
owner or operator may obtain sets of random numbers that
have been generated by another entity. HotBits™, for
example, is a service that provides random numbers that have
been generated by timing successive pairs of radioactive
decays detected by a Geiger-Muller tube interfaced to a com-
puter. A blower mechanism that uses physical balls with
numbers thereon may be used to determine a random number
by randomly selecting one of the balls and determining the
number thereof.

[0037] The communication port 58 may connect the gam-
ing device 10 to a communication network 64 (FIG. 3)
through any appropriate communication medium and proto-
col. An exemplary communication port 58 is an Ethernet port
that connects the gaming device 10 to an internet protocol (IP)
network.

[0038] While not illustrated, some of the components of the
gaming device 10 may be embodied as a peripheral device
that is operatively associated with the gaming device 10. Such
peripheral devices may be mounted on or positioned proxi-
mate to the housing 12 of the gaming device 10 as practical or
desired. Such peripheral devices may be particularly useful in
retrofitting functionality into the gaming device 10. Alterna-
tively, a retrofit package may be assembled including new
belly glass and an EEPROM chip that is installed in the
memory 60 with the new programs 62 that enable the func-
tionality of one or more embodiments.

[0039] The gaming device 10 may be a stand-alone device
or it may be connected to the network 64 as better illustrated
in FIG. 3. For example, gaming devices 10A-10N may be
connected through the network 64 to aserver 66. Additionally
a mobile terminal 68 may be connected to the network 64.
More information on the mobile terminal 68 and its operation
within the network 64 is provided below with reference to
FIG. 4. Network 64 is a network as that term is defined in the
Rules of Interpretation.

[0040] The server 66 may include a communication port 70
adapted to couple operatively the server 66 to the network 64
and a processor 72. The processor 72 may be operatively
coupled to memory 74 with programs 76 stored thereon. A
player database 78 and other databases 80 may further be
stored on the memory 74 as practical or desired. The proces-
sor 72 coupled with the programs 76 is a control system as
that term is defined in the Rules of Interpretation.
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[0041] The server 66 may perform some of the functional-
ity previously attributed to the gaming device 10. That is, the
gaming devices 10 may act as client devices for the server 66
with most of the processing and decision making occurring
on the server 66. In such an instance, the processor 72 is
operatively coupled to the user interface 50 through the net-
work 64 and acts as the control system for the gaming device
10. The memory 74 may store additional databases, includ-
ing, but not limited to: a game database that stores informa-
tion regarding one or more games playable on and/or down-
loadable to one or gaming devices 10, and a scheduling and/or
configuration database useful for determining which games
are to be made available on which gaming devices 10 at what
times. In other embodiments, some or all of these functions
may be handled by a device distinct from the server 66, but
remotely positioned relative to the gaming devices 10.
[0042] In place of the payout and probability databases
being present in the gaming devices 10, such databases and/or
data may instead be stored in the databases 80 of the memory
78. Likewise, the databases may be distributed and/or dupli-
cated between various devices within the network 64.
[0043] The programs 76 may allow the server 66 to track
gambling, gaming, or other activity performed at the gaming
device 10, track gaming or other activities of individual play-
ers, instruct a gaming device 10 to perform one or more
functions (e.g., output a message to a player, interrupt play, or
the like), assign or otherwise determine a unique identifier for
a player, and/or control access to stored funds and/or a credit
line. In some embodiments the server 66 may be operable to
configure a gaming device 10 remotely, update software
stored on a gaming device 10, and/or download software or
software components to a gaming device 10. For example, the
server 66 may be operable to apply a hot fix to software stored
on a gaming device 10, modify a payout and/or probability
table stored on a gaming device 10, and/or transmit a new
version of software and/or a software component to a gaming
device 10. The server 66 may be programmed to perform any
orall ofthe above functions as practical or desired and may do
so based on, for example, an occurrence of an event (e.g., a
scheduled event), receiving an indication from authorized
gaming establishment personnel, an authorized third party
(e.g., aregulator) and/or receiving a request from a player. In
other embodiments, some or all of these functions may be
handled by a device distinct from the server 66.

[0044] While the previous paragraph describes the server
66 configuring the gaming device 10, it is also possible that
the server 66 stores games thereon, and these games are
requested from the gaming device 10. The gaming device 10
may be programmed to check periodically if updates are
available, and, if an update is available, download and install
the update. Alternatively, the gaming device 10 may check on
occurrence of an event, an indication from authorized gaming
establishment personnel, an indication from an authorized
third party, or the like. It is particularly contemplated that the
gaming device 10 may be a thin client controlled by the server
66, although such is not required for operation.

[0045] Insomeembodiments, game play may be conducted
on a mobile terminal 68 instead of a gaming device 10. FIG.
4 illustrates a variety of techniques through which the mobile
terminal 68 may be so used. The illustrated techniques are
intended to be exemplary and non-limiting. The mobile ter-
minal 68 may be a cellular telephone, a personal digital assis-
tant (such as a PALM® or BLACKBERRY™ device), a two
way pager, a portable computer, a personal computer, a hand-
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held gaming device (such as a wireless device marketed by
DIAMOND I, INC.), or the like as practical or desired. In
short, the mobile terminal 68 may be a device dedicated to
gambling or a multipurpose device such as a cellular phone on
which games may be played as practical or desired. The
mobile terminal 68 includes a user interface including a key-
pad, microphone, speaker, and display. The mobile terminal
68 further includes a controller or processor with correspond-
ing software stored in a local memory that acts as a control
system as that term is defined in the Rules of Interpretation.
Alternatively, the user interface of the mobile terminal 68
may be controlled by a remotely positioned control system
such as the processor 72.

[0046] In one embodiment, the mobile terminal 68 may
communicate through a wireless network 82 (e.g., such as the
public land mobile network (PLMN)) to the internet 84, and
through the internet 84 to an online casino server (not shown
explicitly) or other server 66. In such an embodiment, the
mobile terminal 68 may be equipped with a web browser
(e.g., FIREFOX, MOZILLA, NETSCAPE NAVIGATOR,
INTERNET EXPLORER, etc.) to interoperate with the
online casino. While the internet 84 is contemplated, the
public switched telephone network (PSTN) or other commu-
nication network may be used in place thereof as practical or
desired. Alternatively, the mobile terminal 68 may download
the game from such a server and the game may be played
locally.

[0047] As yet another option, the mobile terminal 68 may
instead communicate with elements of the network 64. In one
embodiment, the mobile terminal 68 communicates with the
server 66 through an antenna 86 coupled to the server 66 using
an appropriate wireless protocol. In a second embodiment
(not shown), the mobile terminal 68 may dock directly with
the server 66 using appropriate docking technology. Note that
this embodiment may require appropriate security and fire-
walls since the player will have essentially direct access to the
server 66. In another embodiment, the mobile terminal 68
may communicate with a gaming device 10 through an
antenna 88. Note that the antenna 88 may be coupled to the
gaming device 10 through a peripheral device. In still another
embodiment, the mobile terminal 68 may dock with the gam-
ing device 10 through a docking cradle 90. Again, the docking
cradle 90 may be incorporated into a peripheral device. In yet
another embodiment, a dedicated docking station 92 may be
provided, and the mobile terminal 68 may be coupled to the
network 64 through the docking station 92. In yet another
embodiment, a cellular microstation 94 may be communica-
tively coupled to the network 64 and the mobile terminal 68
may interoperate with the microstation 94. Other arrange-
ments are also contemplated.

[0048] Instead of conducting game play on the mobile ter-
minal 68, the mobile terminal 68 may form part of a user
interface. For example, a player may use the display 16 of a
gaming device 10, but issue commands related to game play
through the mobile terminal 68. Again, the mobile terminal
68 may communicate with the gaming device 10 using any
appropriate mechanism.

[0049] While the above discussion focuses on the possibil-
ity that the gaming device 10 is an electromechanical gaming
device, other embodiments are not so limited. For example,
certain embodiments may be implemented as a tabletop game
using real cards as illustrated in FIG. 5. In particular, a table
96 may include a planar surface 98 on which players 100 may
play at respective player stations. The player station may
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include a plurality of hand locations 102, a player-tracking
mechanism 104, a bet location 106, an optional buddy bet
location 108 (denoted “gang” in FIG. 5), and an optional
individual hand wager location 110. Likewise, a dealer 112
may have a dealer station with a chip rack 114, a dealer hand
location 116, a card shoe 118, a table controller 120, and a
payout table display 122.

[0050] In use, the player 100 approaches the table 96 and
places a unit of wager at bet location 106 using one or more
chips. The dealer 112 deals cards from the shoe 118 to each
hand location 102 and the dealer hand location 116 much like
a dealer deals a normal blackjack game. If the optional gang
up on the dealer bet option is available, the player may make
this wager by placing a unit of wager at buddy bet location
108. Much like a side bet in Caribbean Stud, the gang up on
the dealer bet option may have a fixed value (e.g., $1). Like-
wise, if the optional individual hand wager option is available,
the player 100 may place one or more chips representing units
of wager at the optional individual hand wager locations 110
depending on which hands that player 100 wishes to play
individually. More details are provided for these differing
bets and resolving these bets below. The player-tracking
mechanism 104 may be analogous to player-tracking mecha-
nism 26 described above and serve the same function.
[0051] The chip rack 114 holds the bank, receiving chips
from losing wagers and paying chips for winning wagers as is
well known. The shoe 118 may be an automatic shuffler and
hold one or more decks of cards as practical or desired. As
several such shoes are commercially available, these shoes
are well understood in the industry. Note that some shoes do
not have a shuffler, but such tables may have a separate
shuftler that shuffles the cards before they are placed in the
shoe 118. Again, such devices are well understood in the
industry. The table controller 120 may include akeyboard 124
and a display 126 as well as a camera, microphone, and/or
speakers. The dealer 112 may provide a running commentary
through the microphone to memorialize game play; the cam-
era may capture images associated with game play as it is
conducted; and/or the dealer 112 may type in summaries of
each round of game play as practical or desired. Not all
aspects of game play need be recorded by the table controller
120, and it should be appreciated that the table controller 120
is optional. However, tracking players for player reward pro-
grams and detecting fraud is facilitated through such a table
controller 120. The payout table display 122 may provide the
same information that is present on the belly glass display 28
of the gaming device 10.

[0052] Against this backdrop of hardware components,
particularly contemplated embodiments of the present inven-
tion are now presented. An exemplary method is set forth with
reference to FIG. 6. FI1G. 6 specifically contemplates use of a
gaming device 10. A tabletop embodiment methodology is
presented with reference to FIG. 11.

[0053] Initially, the player establishes equity with the gam-
ing device 10 (block 150). As described above, the player may
establish the equity through any appropriate mechanism such
as inserting cash into the bill acceptor 48. Establishing equity
will cause the credit meter 22 to increment to an appropriate
number based on the units of wager associated with the gam-
ing device 10.

[0054] The player bets one or more units of wager (block
152). The player may do this by pressing a credit wager button
38 corresponding to the desired unit of wager bet. The player
indicates how many player positions 32 the player desires
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(block 154). The player may do this by pressing the position
selection button 36 corresponding to the desired number of
active positions. The player may then initiate game play
(block 156) by pressing the start button 40 or pulling the
handle 42.

[0055] The control system of the gaming device 10 then
causes the primary display 16 to show cards being dealt such
that hands are dealt to each active player position 32 and the
dealer position 30 (block 158). The random number generator
56 may determine a random number, and the controller 54
access a look up table to determine a card’s rank and suit
corresponding to the determined random number. In an exem-
plary embodiment, a single virtual deck may be used, and
duplicative random numbers results in a new random number
being generated such that a card may not be repeated in any
position. In a second embodiment, multiple virtual decks
(e.g., two, four, six, infinite) may be used so that a particular
card may appear more than once, up to the number of times
that there are virtual decks in the virtual shoe being used to
deal the cards.

[0056] The control system then selects the next active
player position 32 and receives player commands relating to
that position (block 160). For example, initially, the control
system selects the first active player position 32, and receives
commands such as hit, stay, double down, or the like from the
player for the player position 32,. Once the player is done
with the position, the control system queries whether all
active player positions 32 have been resolved (block 162). If
not, the process repeats. For example, as illustrated in FIG. 7,
which has exemplary screen shots for primary display 16 and
secondary display 18, the player, “Dave” has just hit and
busted at second position 32,. Play action has moved to the
third position 32, which may be presented in such a manner
so as to highlight its status as the active player position 32.
Exemplary presentations include, but are not limited to:
blinking, a flashing border, a different color, or the like. Like-
wise, the secondary display 18 includes text 128 that
describes recent events. In particular, for this example, the
text 128 indicates that the second position busted, recites the
current point total for the third position and requests that the
player enter a command to continue play. Suggestive com-
mand indicia 130 are also presented directing the player’s
attention to corresponding play command buttons 34.

[0057] To further facilitate player understanding of events
within the game, the primary display 16 may provide status
indicia 132 at each finished player position 32 indicating the
status of the hand at that particular player position. In the
illustrated example, first player position 32, has status indicia
reciting “20”, which is the point total for that position. The
second player position 32, has status indicia reciting “bust™.
Different status indicia 132 may be presented differently to
highlight the differences. For example, busted hands may
have differently colored indicia 132 than non-busted hands.
Likewise, “soft” hands (featuring an Ace) might have differ-
ently colored indicia 132 than “hard” hands (without an Ace).
Flashing lights or blinking values may also be displayed as
practical or desired. Once all active player positions 32 have
been resolved, the control system resolves the dealer hand
(block 164). The dealer hand may follow published rules
(e.g., dealer always hits on a soft seventeen or lower).

[0058] The control system then amalgamates each of the
hands at each of'the active player positions 32 into a compos-
ite set of cards (block 166). As used herein, the act of amal-
gamating each of the hands at each of the active player posi-
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tions 32 is meant to describe the process of creating a
composite set of cards without vitiating the identity of the
individual hands. In effect, the amalgamation process is a
metaphorical box drawing exercise as illustrated in FIG. 8. As
illustrated, each hand within each player position 32 has its
own respective box drawn therearound. The amalgamation
process draws a metaphorical box 134 around all the player
positions 32 to create the composite set of cards made from
the cards within each player position 32. Within the compos-
ite set of cards, various subsets of cards also exist. One readily
apparent subset of cards is the individual hands from each of
the active player positions 32. Other subsets may be defined
as practical or desired.

[0059] The control system then evaluates one or more
attributes of the composite set of cards (block 168) to deter-
mine an outcome. If the composite set of cards has a specific
attribute, or an attribute exceeds a predefined threshold, then
the outcome may be a benefit, and the benefit may be provided
to the player. Regardless of whether the outcome is a benefit
or a loss, the control system communicates or otherwise
provides the outcome to the player (block 170). Note that as
used herein, the term “outcome” includes winning and losing
outcomes. Winning outcomes are usually associated with a
benefit. A benefit may be a payout in the form of credits, comp
points, or other value. As used herein the steps taken from the
time initiation of game play to the provision of the outcome
(including disbursing a benefit if applicable) constitutes a
“round of game play”. To the extent that the wager and num-
ber of active positions may vary from round to round, selec-
tion of these variables may also be included within a “round
of game play”.

[0060] Exemplary attributes which may be evaluated
include, but are not limited to: number of hands within the
composite set that beat a dealer hand, number of hands within
the composite set that tie the dealer hand, number of hands
that exceed a predetermined point total threshold (e.g., num-
ber of hands above seventeen that do not bust), number of
blackjacks, number of total points by which the dealer is beat,
a poker hand assembled from within the composite set of
cards, number of cards within the composite set that are of a
certain suit, number of cards within the composite set that are
of a certain rank, total number of cards dealt to the player in
the composite set, number of hands that are busts, number of
hands that are not busts, total value of the composite set,
number of hands that lose to the dealer hand, number of hands
that beat the dealer’s hand by a predetermined margin, a
combination of one or more other attributes, and the like as
practical or desired. While these attributes are all based on the
composite set of the player’s composite set of hands, it is also
possible to determine and evaluate attributes of the dealer’s
hand and base outcomes thereon. For example, a benefit may
be awarded to the player if the dealer busts, if the dealer hand
has a point value above a predefined threshold, if the dealer
hand has two or more cards from the same suit, or the like.
[0061] It is also contemplated that the control system may
determine if attributes of the individual hands exceed a pre-
defined threshold before determining the attributes of the
composite set of cards. For example, the player may need to
beat the dealer’s hand by a combined total of three points to
qualify for a prize according to the payout table. Such gate-
keeping thresholds are optional and may be varied as practical
ordesired. However, the presence of such gatekeeping thresh-
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olds may cause the player to modify strategies for later player
positions so as to make sure that the gatekeeping threshold is
satisfied.

[0062] To {facilitate understanding, a third exemplary
screen shot is presented in FIG. 9. In particular, the secondary
display 18 recites the various attributes of the composite set of
cards and further recites what the payout for that attribute is.
Note that attributes may be based on individual hands within
the composite set or on other subsets of cards as practical or
desired. In particular, the player has two hands that beat the
dealer. According to the paytable set forth in FIG. 1, this fact
is worth one credit for a single unit of wager. As is readily
apparent from the example, a single round of game play may
award multiple benefits as part of the outcome. Note that this
exemplary screen shot would also meet the exemplary gate-
keeping threshold since the individual hands have beat the
dealer by at least three points. (20-18=2; 19-18=1; 2+1=3).
[0063] Because it may be confusing to a player which
attributes are winning attributes, explanatory text 136 may be
provided on the secondary display 18. Alternatively, a total
value may be provided and the player given an opportunity to
query the gaming device 10 for a more detailed explanation,
in which case such an explanation may then be provided. As
noted in FIG. 9, not only is the outcome provided to the
player, but also the benefit is added to the player’s equity with
the gaming device 10 and the credit meter is changed to reflect
the new balance.

[0064] While the paytable may be displayed on belly glass
paytable display 28, the paytable may also be stored in
memory 60, memory 74, or other location such that the con-
trol system may access the paytable and make the determina-
tions described above as practical or desired. In constructing
the paytable, it is possible to assume perfect play and deter-
mine a statistical probability of each event from which an
expected value may be derived. This expected value may be
combined with a wager amount and a desired house edge to
provide appropriate values for the benefits.

[0065] A variation on the embodiment described in FIG. 6
is to fix the number of active player positions 32. That is,
rather than let the player decide how many positions 32 to
play, a set number of player positions 32 are always active. As
another embodiment, the player may set the number of player
positions 32 at the time of establishing equity and not vary the
number during the gaming session. As still another embodi-
ment, the player may select a desired number of active player
positions 32 and store this information in the player’s profile.
Then, when the player is identified through the player-track-
ing program, the prestored information is accessed and imple-
mented. Still other options are possible if practical or desired.
It should be understood that, in some embodiments, the dis-
play 16 may accommodate a large number of player positions
32 (e.g., up to fifty or one hundred hands of cards).

[0066] As described, while outcomes may be dictated
based on the number of hands that beat, tie, or lose to the
dealer, and separate benefits may provided for each circum-
stance, it should further be appreciated that the player may
make a side bet for a given player position. This side bet may
be resolved according to a traditional blackjack rules set. For
example, a blackjack may pay 3:2 and a hand that beats the
dealer pays even money. Thus, in addition to the wager the
player makes using the units of wager, the player may make
one or more additional wagers using units of wager, fractional
units of wager, or the like to bet that an individual hand will
beat the dealer’s hand. One way in which this side bet may be
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enabled is through the use of a virtual betting circle on a touch
screen display 16. A popup menu may ask how many credits
are being wagered. Other techniques, such as additional but-
tons in the input keypad 20, may also be used if practical or
desired.

[0067] Instill another embodiment, the player may request
(or may automatically be provided) automated strategy
instructions. For example, a strategy guide that recites a strat-
egy for “perfect play” may appear each time requested by the
player. This request may be effectuated through a button on
input keypad 20, a virtual button as part of a touch screen
display or otherwise as practical or desired.

[0068] As another variation, to speed game play, the gam-
ing device 10 may offer automated play. The player sets
parameters such as the number of active hands, the number of
units of wager to be bet each round, and the like, and the
gaming device 10 executes all play decisions about whether
to hit/double down/split/stay. In a first embodiment, these
decisions are programmed by the player. This programming
may be done before game play truly starts. The programming
may be done through a user interface, perhaps in a peripheral
device having a keyboard and may be as simple as filling in a
strategy chart such as that illustrated in FIG. 10 (note that the
chart would start empty and the player may type in his desired
instructions until the chart is filled in as presented in FIG. 10).
As another option, the player may select an option such as hit
all hands until seventeen is reached or match dealer’s rules
which causes the player’s hands to be played as if according
to the house rules. Still other rules may be implemented such
as “always split on a pair of nines” or “always double down
when my first two cards total a ‘hard eleven’”. Alternatively,
the process may be iterative such that as each situation arises
during game play, the player is queried for a decision. Thus,
the player will spend the first several hands teaching the
gaming device 10 to play making the decisions that the player
would make, and then as each situation is encountered and the
decision entered by the player, the player would receive fewer
and fewer inquiries and game play would be automated. As
still another option, the gaming device 10 may preemptively
provide a “perfect play” strategy option for automated play
such as that illustrated in FIG. 10. Note that what is illustrated
in FIG. 10 is one exemplary perfect play strategy. Other
perfect play strategies exist for other forms of blackjack (e.g.,
varying the numbers of decks varies the strategy; the presence
of the surrender option varies the strategies; varying the rule
on whether the dealer hits on a soft seventeen varies the
strategies; etc.). As still another option, the player may auto-
mate play on player positions 32,-32, and manually play the
first player position 32,. Extending this concept, the player
position 32 that the player actually plays may be varied.
Likewise, the number of automated versus manual player
positions may be varied as practical or desired by the player or
the gaming device 10. For example, the player may manually
play positions 32,, 32,, and 32 and have the gaming device
10 automatically play positions 32, and 32,. In all automated
play options, a button may be provided in input keypad 20 that
effectuates an automated play command. For example, a but-
ton labeled “Decide for me” may be provided to begin a
perfect play sequence.

[0069] For a tabletop game, the process is illustrated with
reference to FIG. 11. The process starts as the player arrives at
the table 96 and purchases chips from the dealer (block 200).
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Note that it is possible that the player arrives with chips
having been purchased at a cashier’s cage, another table, or
the like.

[0070] The player places one or more chips in bet location
106 (block 202). This step is analogous to block 152 for the
electronic version. However, the use of chips and the table
environment makes the unit of wager more flexible. The value
of the chips put into the bet location 106 may dictate how
many hand locations 102 are active. Alternatively, all hand
locations within the player station may be active as a default.
In still other embodiments, the player may indicate through
some other mechanism which and how many hand locations
102 are active. The dealer then deals hands to each active hand
location 102 and the dealer hand location 116 (block 204).
[0071] Inthe manner of more traditional blackjack games,
each active hand location 102 is resolved (block 206). Such
resolution involves the player making decisions whether to
stand, hit, double down, surrender (if available), and/or split.
Once the active hand locations 102 are resolved, the dealer
hand location 116 is resolved (block 208). Resolution of the
dealer hand location 116 may be resolved through appropri-
ate house rules (e.g., the dealer hits on a soft seventeen or
less).

[0072] Each player’s hands are amalgamated into a com-
posite set of cards (block 210). Again, the identity of each
individual hand may be preserved, and the amalgamation
may more properly be thought of as drawing a mental box
around all the cards for the player. The attributes of the com-
posite set of cards are then evaluated (block 212). In a first
embodiment, the evaluation is performed by the dealer. In a
second embodiment, the evaluation is performed by some
other gaming establishment personnel such as a floorman, pit
boss, or the like. Reference may be made to the indicia pre-
sented on the payout table 122 to consider the various
attributes of the composite set of cards. The player is then
informed of the outcome (block 214), whether it be winning
or losing. If the outcome is a losing outcome, the dealer
collects the chips wagered by the player, adding them to the
chip rack 114. If the outcome is a winning outcome, the dealer
provides chips from the chip rack 114 corresponding to the
amount won by the player. Alternatively, the dealer may pro-
vide a benefit through any other appropriate mechanism (e.g.,
adding an entry to the player-tracking record of the player to
increase comp point totals or the like).

[0073] Inthe embodiment of FIG. 11, each player operates
independently of the other. However, variations do exist that
allow cooperative play after a fashion. For example, if the
optional buddy bet location 108 is present, a player may place
one or more chips in the buddy bet location 108. If this bet is
present and enabled through the player placing such a bet,
then a second composite set of cards is formed that includes
not only the betting player’s hands, but also the hands of any
other player at the table 96. The attributes of this composite
superset of cards are then evaluated and/or compared to the
dealer hand and an outcome determined. Note that the value
of benefits received may scale as more players participate in
the “gang up on the dealer” bet. That is, much like increasing
the number of units of wager wagered in the electronic game,
if two players participate in the buddy bet option, the value of
the payouts for each player may double. Three players par-
ticipating may cause the value of the payouts to triple, and so
forth.

[0074] Note that while in FIG. 5, each player 100 has three
hand locations 102, it is also possible that each player 100
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may have only one hand location 102 and thus, each hand
location 102 has its own respective optional buddy bet loca-
tion 108 (not shown). For example, the optional buddy bet
location 108 may be added to a conventional blackjack table,
one for each player chair and the amalgamation be made
across the plurality of hands dealt to the various players.
[0075] Note further that this buddy play option may be
introduced in the electronic version of the game if the gaming
devices 10 are networked through the server 66. A button may
be added to the housing 12 that allows the player to participate
in this option and the composite superset of cards is formed
across multiple gaming devices 10.

[0076] Note further that much like the player can make side
bets on the individual hands in the electronic version, the
presence of the optional individual hand wager location 110
allows the player to place similar side bets for the tabletop
version of the game. Also, while not central to either embodi-
ment, if the player is allowed to bet on the individual hands,
traditional blackjack insurance may be offered for those
wagers. Likewise, insurance could be provided for the gam-
ing session. For example, commonly owned U.S. Pat. No.
6,113,463, which is hereby incorporated by reference in its
entirety teaches how to sell gambling insurance. The tech-
niques described therein could be applied to the slot machines
and table games described herein. Other forms of insurance
could be provided if practical or desired.

[0077] In both the electronic and tabletop versions, the
number of dealer hands may also be varied. For example, each
active player hand may be played against its own correspond-
ing dealer hand. In this embodiment, the attributes on which
payouts are based may be based on the number of times the
dealer busts, the number of dealer blackjacks, or the like as
practical or desired.

[0078] In both the electronic and tabletop versions, the
number of decks may be varied. Greater latitude exists in the
electronic version, because in that embodiment, an infinite
number of decks may be used. A variation of this concept is
varying how many shoes (virtual or real shoe 118) are present.
In a first embodiment, a single shoe deals cards to all player
positions and the dealer positions. In a second embodiment,
each player position has its own shoe from which cards are
dealt. Varying the number of shoes effectively further varies
the number of decks used in the game. In a first embodiment,
the player may select how many shoes and how many decks
are in each shoe. In a second embodiment, the player may
select only one of these parameters. In a third embodiment,
the player may not select either parameter, but rather the
parameters are set by the gaming device 10. The third
embodiment has two variations, namely the parameters may
be set for all game play, or the parameters may be varied for
different game plays. Varying the parameters may be done
randomly or according to a predefined schedule. Further
varying the parameters may be done once per game session,
once per round of game play, or randomly. For the sake of
player happiness, the rules of such variations may be pre-
sented and explained to the player. In a further embodiment,
player consent may be required before changing the param-
eters.

[0079] The order in which the cards are dealt may also be
varied. While the exemplary methods presented in FIGS. 6
and 11 contemplate two cards being dealt to each player
position 32 or hand location 102 and then to the dealer posi-
tion 30 or dealer hand position 116 before resolving any
particular player hand, it is also possible to deal cards to the
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first player position 32, resolve that hand, and then deal cards
to the second player position 32,, resolve the second player
position and so forth. Dealing to multiple hands may occur
substantially simultaneously. The dealer hand may be dealt
and resolved at any time in this process. As still a further
variation, limitations may be imposed such that the second
player position is only activated if the first player position
achieves a win or a push. As yet another variation the player
may be offered the opportunity to take any winnings earned
during resolution of the first player position or continue on
into the second player position, but with an added risk of
losing all her winnings in a manner similar to a “Press Your
Luck” style of game.

[0080] As still another variation, a player may be required
to make the same decision for all hands. For example, the
player makes one decision to hit or stand, and that decision
applies to each active player position. This rule has the benefit
of'speeding up game play and forcing the player to make more
global decisions about the composite set of cards.

[0081] As yet another variation, the player may select the
value ofthe dealer hand before the round of game play begins.
For example, the player can select a dealer hand value of
seventeen through twenty-one. As this will affect the likeli-
hood of the player beating the dealer hand (as well as elimi-
nate any dealer bust payout options), the paytable may be
varied accordingly (e.g., a player may win more for beating
the dealer three times if the dealer’s hand is set at twenty than
if the dealer’s hand is set at seventeen).

[0082] As still another variation, the player may wager that
one or more hands will not beat the dealer. An example of this
concept applied to slot machines is set forth in commonly
owned U.S. Pat. No. 6,113,492, which is hereby incorporated
by reference in its entirety. This wager may be made as a side
bet, or the entire paytable may be toggled between winning or
losing hands as practical or desired.

[0083] As another variation, a round may comprise mul-
tiple dealer hands. For example, a “five on two” round might
compare fiver player hands individually against two distinct
dealer hands (allowing ten player-versus-dealer comparisons
inthe round). In another example, a single player hand may be
compared to multiple dealer hands (e.g., players get paid
more for defeating more dealer hands within a single round).
[0084] As yet another variation, the starting hand of the
player may be replicated across multiple player positions.
Players may then elect to make similar or different play
decisions as the player will randomly receive different addi-
tional cards for each hand. This may encourage a player to
play aggressively with one hand and conservatively with
another. A further variation on this concept is that this concept
may be offered only when a player doubles down. Another
extension of'this concept is providing the same initial hand to
the dealer.

[0085] As another variation, game play may be offered as
part of a package. Such packages may include certain
amounts of guaranteed play (e.g., a session of twenty-five
rounds of five positions of cards), combined with show or
meal tickets, hotel room rates, airline travel discounts, and the
like.

[0086] As still another variation, the game may take into
account a “bad beat” and offer payouts for such events. For
example, the paytable may contemplate that a player loses a
plurality of hands by a slim margin (e.g., the player has three
nineteen point hands and the dealer has a twenty point hand).
Another example of a bad beat is an improbable bust (e.g., the
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player has a twelve and the dealer’s upcard is a six. The player
hits and pulls a ten, busting the player). Other bad beats may
be defined and benefits granted for such occurrences so as to
numb the pain of nearly winning. Note that such bad beat
payouts may be offered as insurance in place of more tradi-
tional insurance packages.

[0087] As yet another variation, perhaps better suited for
the electronic embodiment, a card counting feature may be
provided that informs the player when a virtual deck or virtual
shoe is rich in cards with a value of ten points. This variation
may be offered as part of a package or other premium play
options.

[0088] As another variation, the control system may track a
player’s play decisions relative to a perfect play strategy. This
tracking may be done for fraud detection or for other reasons
and may be shared with the player if desired. The information
may be shared with the player in the form of a meter or bar
graph showing the percentage of “correct” decisions accord-
ing to a perfect play strategy. Alternatively, after a decision is
made, the animations associated with that decision may be
highlighted in green or red to show that it was the correct or
incorrect decision. Still other techniques for providing this
information may be used if practical or desired.

[0089] Inanother variation, the player may request a shuffle
of a virtual deck or shoe of cards. This request may be made
through an appropriate input device in the user interface 50. In
such a circumstance, animations may be provided to show the
cards being shuffled and the random number generator may
be reseeded. If the order of the cards in the virtual shoe has
been determined, the random number generator may be used
to determine a new order. This option may be awarded as a
benefit or selectively available after a player has initiated a
predetermined number of rounds of game play. Alternatively,
this option may be available whenever desired by a player.
[0090] Instill another variation, the player may trade cards
between different player positions to maximize potential ben-
efits awarded. Thus, for example, players may trade cards to
reduce the likelihood that a particular hand may bust, improve
the odds for a hand which will be subjected to a double down
or the like. Availability of this option may be contingent on
another factor. For example, the player may pay a premium
(cash value, comp points, or the like) each time the player
wishes to exchange a card. Alternatively, the player may have
a certain number of trades allowed per round of game play,
per unit of wager, or the like. For example, a player may be
awarded one tenth of a trade per each unit of wager bet by the
player. Then after the player had bet ten units of wager (re-
gardless of how many rounds of game play that took), the
player would be entitled to a trade. The right to trade a card
may be awarded to the player through the random appearance
of'a“trade” card. That is, a card similar to the joker may be left
in the decks, and if that card is dealt to the player, then the
player is entitled to redeem that card for a trade. Still other
techniques for awarding or limiting trades may be imple-
mented.

[0091] As a further variation, the nature of what is wagered
and awarded as a benefit may be varied. For example, the
player may wager chips or credits having a cash value and be
awarded comp points or other prizes instead of credits or
chips. A variation on this would be to allow the player to
wager comp points or other alternate currency element and be
awarded credits or chips for winning outcomes. If side bets
are allowed, this variation may be extended such that similar
substitutions take place in both the base game and the side bet,
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or as another embodiment, normal wagering occurs in either
the base game or the side bet and the alternate wager/benefit
occurs in the other. As should be appreciated, such wagering
and benefit formats may be varied to suit the needs of the
gaming establishment and the demands of the players.
[0092] While the disclosure has focused on blackjack, it is
possible to extend these concepts to other games. For
example, a reel-based slot machine may be used in which case
the player may spin a plurality of sets of reels substantially
concurrently as part of a single round of game play and one or
more virtual “opponent” set of reels are spun. The player is
paid based on how many of the player’s sets of reels achieve
a better result than the opponent’s set(s) of reels. The “better
result” may be based on a conventional paytable associated
with that particular set of reels (e.g., it is generally known that
three cherries is a better result than a single cherry for a fruit
slot machine). Likewise, the game may be extended to a video
poker embodiment. The player receives a plurality of substan-
tially concurrent hands of draw video poker and the player is
paid based on attributes of the composite set of cards created
from the player’s plurality of hands. Other games such as
Keno and baccarat could also be used. These examples are
intended to be exemplary and non-limiting as those skilled in
the art will readily perceive how to adapt other games to this
concept.

Rules of Interpretation

[0093] Numerous embodiments are described in this dis-
closure, and are presented for illustrative purposes only. The
described embodiments are not, and are not intended to be,
limiting in any sense. The presently disclosed invention(s) are
widely applicable to numerous embodiments, as is readily
apparent from the disclosure. One of ordinary skill in the art
will recognize that the disclosed invention(s) may be prac-
ticed with various modifications and alterations, such as
structural, logical, software, and electrical modifications.
Although particular features of the disclosed invention(s)
may be described with reference to one or more particular
embodiments and/or drawings, it should be understood that
such features are not limited to usage in the one or more
particular embodiments or drawings with reference to which
they are described, unless expressly specified otherwise.
[0094] The present disclosure is neither a literal description
of all embodiments nor a listing of features of the invention
that must be present in all embodiments.

[0095] Neither the Title (set forth at the beginning of the
first page of this disclosure) nor the Abstract (set forth at the
end of this disclosure) is to be taken as limiting in any way as
the scope of the disclosed invention(s).

[0096] The term “product” means any machine, manufac-
ture and/or composition of matter as contemplated by 35
U.S.C. §101, unless expressly specified otherwise.

[0097] The terms “an embodiment”, “embodiment”,
“embodiments”, “the embodiment”, “the embodiments”,
“one or more embodiments”, “some embodiments”, “one
embodiment” and the like mean “one or more (but not all)
disclosed embodiments”, unless expressly specified other-
wise.

[0098] The terms “the invention” and “the present inven-
tion” and the like mean “one or more embodiments of the
present invention.”

[0099] A reference to “another embodiment™ in describing
an embodiment does not imply that the referenced embodi-
ment is mutually exclusive with another embodiment (e.g., an
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embodiment described before the referenced embodiment),
unless expressly specified otherwise.

[0100] Theterms “including”, “comprising” and variations
thereof mean “including but not limited to”, unless expressly
specified otherwise.

[0101] The terms “a”, “an” and “the” mean “one or more”,
unless expressly specified otherwise.

[0102] The term “plurality” means “two or more”, unless
expressly specified otherwise.

[0103] The term “herein” means “in the present disclosure,
including anything which may be incorporated by reference”,
unless expressly specified otherwise.

[0104] The phrase “at least one of”, when such phrase
modifies a plurality of things (such as an enumerated list of
things) means any combination of one or more of those
things, unless expressly specified otherwise. For example, the
phrase at least one of a widget, a car and a wheel means either
(1) awidget, (ii) a car, (ii1) a wheel, (iv) a widget and a car, (v)
awidget and a wheel, (vi) a car and a wheel, or (vii) a widget,
a car and a wheel.

[0105] The phrase “based on” does not mean “based only
on”, unless expressly specified otherwise. In other words, the
phrase “based on” describes both “based only on” and “based
at least on”.

[0106] Where a limitation of a first claim would cover one
of a feature as well as more than one of a feature (e.g., a
limitation such as “at least one widget” covers one widget as
well as more than one widget), and where in a second claim
that depends on the first claim, the second claim uses a defi-
nite article “the” to refer to the limitation (e.g., “the widget”),
this does not imply that the first claim covers only one of the
feature, and this does not imply that the second claim covers
only one of the feature (e.g., “the widget” can cover both one
widget and more than one widget).

[0107] Each process (whether called a method, algorithm
or otherwise) inherently includes one or more steps, and
therefore all references to a “step” or “steps” of a process have
an inherent antecedent basis in the mere recitation of the term
‘process’ or a like term. Accordingly, any reference in a claim
to a ‘step’ or ‘steps’ of a process has sufficient antecedent
basis.

[0108] When an ordinal number (such as “first”, “second”,
“third” and so on) is used as an adjective before a term, that
ordinal number is used (unless expressly specified otherwise)
merely to indicate a particular feature, such as to distinguish
that particular feature from another feature that is described
by the same term or by a similar term. For example, a “first
widget” may be so named merely to distinguish it from, e.g.,
a “second widget”. Thus, the mere usage of the ordinal num-
bers “first” and “second” before the term “widget” does not
indicate any other relationship between the two widgets, and
likewise does not indicate any other characteristics of either
or both widgets. For example, the mere usage of the ordinal
numbers “first” and “second” before the term “widget” (1)
does not indicate that either widget comes before or after any
other in order or location; (2) does not indicate that either
widget occurs or acts before or after any other in time; and (3)
does not indicate that either widget ranks above or below any
other, as in importance or quality. In addition, the mere usage
of ordinal numbers does not define a numerical limit to the
features identified with the ordinal numbers. For example, the
mere usage of the ordinal numbers “first” and “second”
before the term “widget” does not indicate that there must be
no more than two widgets.
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[0109] When a single device or article is described herein,
more than one device or article (whether or not they cooper-
ate) may alternatively be used in place of the single device or
article that is described. Accordingly, the functionality that is
described as being possessed by a device may alternatively be
possessed by more than one device or article (whether or not
they cooperate).

[0110] Similarly, where more than one device or article is
described herein (whether or not they cooperate), a single
device or article may alternatively be used in place of the
more than one device or article that is described. For example,
aplurality of computer-based devices may be substituted with
a single computer-based device. Accordingly, the various
functionality that is described as being possessed by more
than one device or article may alternatively be possessed by a
single device or article.

[0111] The functionality and/or the features of a single
device that is described may be alternatively embodied by one
or more other devices that are described but are not explicitly
described as having such functionality and/or features. Thus,
other embodiments need not include the described device
itself, but rather can include the one or more other devices
which would, in those other embodiments, have such func-
tionality/features.

[0112] Devices that are in communication with each other
need not be in continuous communication with each other,
unless expressly specified otherwise. On the contrary, such
devices need only transmit to each other as necessary or
desirable, and may actually refrain from exchanging data
most of the time. For example, a machine in communication
with another machine via the Internet may not transmit data to
the other machine for weeks at a time. In addition, devices
that are in communication with each other may communicate
directly or indirectly through one or more intermediaries.

[0113] A description of an embodiment with several com-
ponents or features does not imply that all or even any of such
components and/or features are required. On the contrary, a
variety of optional components are described to illustrate the
wide variety of possible embodiments of the present inven-
tion(s). Unless otherwise specified explicitly, no component
and/or feature is essential or required.

[0114] Further, although process steps, algorithms or the
like may be described in a sequential order, such processes
may be configured to work in different orders. In other words,
any sequence or order of steps that may be explicitly
described does not necessarily indicate a requirement that the
steps be performed in that order. The steps of processes
described herein may be performed in any order practical.
Further, some steps may be performed simultaneously
despite being described or implied as occurring non-simulta-
neously (e.g., because one step is described after the other
step). Moreover, the illustration of a process by its depiction
in a drawing does not imply that the illustrated process is
exclusive of other variations and modifications thereto, does
not imply that the illustrated process or any of its steps are
necessary to the invention, and does not imply that the illus-
trated process is preferred.

[0115] Although a process may be described as including a
plurality of steps, that does not indicate that all or even any of
the steps are essential or required. Various other embodiments
within the scope of the described invention(s) include other
processes that omit some or all of the described steps. Unless
otherwise specified explicitly, no step is essential or required.
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[0116] Although a product may be described as including a
plurality of components, aspects, qualities, characteristics
and/or features, that does not indicate that all of the plurality
are essential or required. Various other embodiments within
the scope of the described invention(s) include other products
that omit some or all of the described plurality.

[0117] An enumerated list of items (which may or may not
be numbered) does not imply that any or all of the items are
mutually exclusive, unless expressly specified otherwise.
Likewise, an enumerated list of items (which may or may not
be numbered) does not imply that any or all of the items are
comprehensive of any category, unless expressly specified
otherwise. For example, the enumerated list “a computer, a
laptop, a PDA” does not imply that any or all of the three items
of'that list are mutually exclusive and does not imply that any
or all of the three items of that list are comprehensive of any
category.

[0118] Headings of sections provided in this disclosure are
for convenience only, and are not to be taken as limiting the
disclosure in any way.

[0119] A player “wagers” at least a single “unit of wager”to
pay for a game start. In many gaming devices, a unit of wager
may be referred to as a credit. Many gaming devices allow
multiple credits to be wagered concurrently in exchange for
an improved paytable or more paylines. A unit of wager may
be equivalent to a full dollar amount ($1, $5), a fractional
dollar amount, a coin (e.g., $0.05 (nickel) or $0.25 (quarter)),
or specified amount of another currency (e.g., a specified
number of comp points). Some paytables may be expressed as
anumber of coins won relative to a number of coins wagered.
In such instances, the term coin is the same as a unit of wager.
Because gaming devices are embodied in different denomi-
nations, it is relevant to note that a coin, credit, or unit of
wager on a first device may not be identically valued as a coin,
credit, or unit of wager on a second device. For example, a
credit on a quarter slot machine (on which the credit is equiva-
lent to $0.25) is not the same as a credit on a five dollar slot
machine (on which the credit is equivalent to $5.00). Accord-
ingly, it should be understood that in embodiments in which a
player may cash out credits from a first gaming device that
operates based on a first denomination (e.g., a quarter-play
slot machine) and establish, using only the cashed out credits,
a credit balance on a second gaming device that operates
based on a second denomination (e.g., a nickel-play slot
machine), the player may receive a different number of cred-
its on the second gaming device than the number of credits
cashed out at the first gaming device.

[0120] “Determining” something can be performed in a
variety of manners and therefore the term “determining” (and
like terms) includes calculating, computing, deriving, look-
ing up (e.g., in a table, database or data structure), ascertain-
ing, recognizing, and the like.

[0121] The present disclosure frequently refers to a “con-
trol system”. A control system, as that term is used herein,
may be a computer processor coupled with an operating sys-
tem, device drivers, and appropriate programs (collectively
“software”) with instructions to provide the functionality
described for the control system. The software is stored in an
associated memory device (sometimes referred to as a com-
puter readable medium). While it is contemplated that an
appropriately programmed general purpose computer or
computing device may be used, it is also contemplated that
hard-wired circuitry or custom hardware (e.g., an application
specific integrated circuit (ASIC)) may be used in place of, or
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in combination with, software instructions for implementa-
tion of the processes of various embodiments. Thus, embodi-
ments are not limited to any specific combination ofhardware
and software.

[0122] A “processor” means any one Or more microproces-
sors, CPU devices, computing devices, microcontrollers,
digital signal processors, or like devices. Exemplary proces-
sors are the INTEL. PENTIUM or AMD ATHLON proces-
SOrS.

[0123] The term “computer-readable medium” refers to
any medium that participates in providing data (e.g., instruc-
tions) that may be read by a computer, a processor or a like
device. Such a medium may take many forms, including but
not limited to, non-volatile media, volatile media, and trans-
mission media. Non-volatile media include, for example,
optical or magnetic disks and other persistent memory. Vola-
tile media include DRAM, which typically constitutes the
main memory. Transmission media include coaxial cables,
copper wire and fiber optics, including the wires that com-
prise a system bus coupled to the processor. Transmission
media may include or convey acoustic waves, light waves and
electromagnetic emissions, such as those generated during
RF and IR data communications. Common forms of com-
puter-readable media include, for example, a floppy disk, a
flexible disk, hard disk, magnetic tape, any other magnetic
medium, a CD-ROM, DVD, any other optical medium, punch
cards, paper tape, any other physical medium with patterns of
holes, a RAM, a PROM, an EPROM, a FLASH-EEPROM, a
USB memory stick, a dongle, any other memory chip or
cartridge, a carrier wave as described hereinafter, or any other
medium from which a computer can read.

[0124] Various forms of computer readable media may be
involved in carrying sequences of instructions to a processor.
For example, sequences of instruction (i) may be delivered
from RAM to a processor, (ii) may be carried over a wireless
transmission medium, and/or (iii) may be formatted accord-
ing to numerous formats, standards or protocols. For a more
exhaustive list of protocols, the term “network” is defined
below and includes many exemplary protocols that are also
applicable here.

[0125] It will be readily apparent that the various methods
and algorithms described herein may be implemented by a
control system and/or the instructions of the software may be
designed to carry out the processes of the present invention.

[0126] Where databases are described, it will be under-
stood by one of ordinary skill in the art that (i) alternative
database structures to those described may be readily
employed, and (ii) other memory structures besides databases
may be readily employed. Any illustrations or descriptions of
any sample databases presented herein are illustrative
arrangements for stored representations of information. Any
number of other arrangements may be employed besides
those suggested by, e.g., tables illustrated in drawings or
elsewhere. Similarly, any illustrated entries of the databases
represent exemplary information only; one of ordinary skill in
the art will understand that the number and content of the
entries can be different from those described herein. Further,
despite any depiction of the databases as tables, other formats
(including relational databases, object-based models, hierar-
chical electronic file structures, and/or distributed databases)
could be used to store and manipulate the data types described
herein. Likewise, object methods or behaviors of a database
can be used to implement various processes, such as the
described herein. In addition, the databases may, in a known
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manner, be stored locally or remotely from a device that
accesses data in such a database. Furthermore, while unified
databases may be contemplated, it is also possible that the
databases may be distributed and/or duplicated amongst a
variety of devices.

[0127] As used herein a “network™ is an environment
wherein one or more computing devices may communicate
with one another. Such devices may communicate directly or
indirectly, via a wired or wireless medium such as the Inter-
net, LAN, WAN or Ethernet (or IEEE 802.3), Token Ring, or
via any appropriate communications means or combination
of communications means. Exemplary protocols include but
are not limited to: Bluetooth™, TDMA, CDMA, GSM,
EDGE, GPRS, WCDMA, AMPS, D-AMPS, IEEE 802.11
(WI-FI), IEEE 802.3, SAP, SAS™ by IGT, OASIS™ by
Aristocrat Technologies, SDS by Bally Gaming and Systems,
ATP, TCP/IP, gaming device standard (GDS) published by the
Gaming Standards Association of Fremont Calif., the best of
breed (BOB), system to system (S2S), or the like. Note that if
video signals or large files are being sent over the network, a
broadband network may be used to alleviate delays associated
with the transfer of such larg files, however, such is not strictly
required. Each of the devices is adapted to communicate on
such a communication means. Any number and type of
machines may be in communication via the network. Where
the network is the Internet, communications over the Internet
may be through a website maintained by a computer on a
remote server or over an online data network including com-
mercial online service providers, bulletin board systems, and
the like. In yet other embodiments, the devices may commu-
nicate with one another over RF, cable TV, satellite links, and
the like. Where appropriate encryption or other security mea-
sures such as logins and passwords may be provided to pro-
tect proprietary or confidential information.

[0128] Devices in communication with each other need not
be continually transmitting to each other. On the contrary,
such computers and devices need only transmit to each other
as necessary, and may actually refrain from exchanging data
most of the time.

[0129] Communication among computers and devices may
be encrypted to insure privacy and prevent fraud in any of a
variety of ways well known in the art. Appropriate crypto-
graphic protocols for bolstering system security are described
in Schneier, APPLIED CRYPTOGRAPHY, PROTOCOLS,
ALGORITHMS, AND SOURCE CODE IN C, John Wiley &
Sons, Inc. 2d ed., 1996, which is incorporated by reference in
its entirety.

[0130] The present disclosure provides, to one of ordinary
skill in the art, an enabling description of several embodi-
ments and/or inventions. Some of these embodiments and/or
inventions may not be claimed in the present disclosure, but
may nevertheless be claimed in one or more continuing appli-
cations that claim the benefit of priority of the present disclo-
sure.

1. A method comprising:

dealing a plurality of blackjack hands to a player;

creating a composite set of cards based on the plurality of

blackjack hands;

evaluating an attribute of the composite set of cards; and

outputting an outcome to the player based on the attribute.

2. The method of claim 1 wherein evaluating the attribute
of'the composite set of cards comprises evaluating an attribute
of only a subset within the composite set of cards.
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3. The method of claim 1 wherein evaluating the attribute
of'only the subset within the composite set of cards comprises
evaluating an attribute of a number of hands less than the
plurality of hands.

4. The method of claim 1 wherein dealing the plurality of
blackjack hands to the player comprises dealing the plurality
of hands on a video terminal.

5. The method of claim 1 wherein dealing the plurality of
blackjack hands to the player comprises dealing the plurality
of hands at a table.

6. The method of claim 1 wherein creating the composite
set of cards comprises amalgamating each of the hands into
the composite set.

7. The method of claim 1 further comprising accepting a
wager from the player related to the attribute.

8. The method of claim 7 wherein providing the outcome to
the player comprises indicating that the player has lost the
wager.

9. The method of claim 7 wherein providing the outcome to
the player comprises providing a benefit to the player if the
outcome is a winning outcome.

10. The method of claim 1 further comprising accepting
input from the player as to how many blackjack hands are
dealt to the player.

11. The method of claim 10 wherein providing the outcome
comprises providing a payout based at least in part on how
many blackjack hands are dealt to the player.

12. The method of claim 1 wherein determining the
attribute comprises determining an attribute comprising at
least one of: number of hands within the plurality that beat a
dealer hand, number of hands within the plurality that tie a
dealer hand, number of hands that exceed a predetermined
point total threshold, number of blackjacks, number of points
by which the dealer hand is beat, poker hand assembled from
within the composite set, number of cards within the com-
posite set that are of a certain suit, number of cards within the
composite set that are of a certain rank, total number of cards
dealt to the composite set, number of hands that are busts,
number of hands that are not busts, total composite set value,
and number of hands that lose to a dealer hand.

13. The method of claim 1 further comprising providing a
paytable to the player describing winning events and benefits
associated therewith.

14. A method comprising:

dealing a plurality of virtual blackjack hands to a single

player at a video terminal within a single round of game
play;

determining an attribute of the plurality of virtual black-

jack hands;

providing a paytable associated with the game play;

comparing the attribute to a threshold; and

providing a benefit to the player based on the comparing.

15. The method of claim 14 further comprising not accept-
ing wagers for any individual virtual blackjack hand within
the plurality of virtual blackjack hands.

16. The method of claim 14 wherein dealing the plurality of
virtual blackjack hands within the single round of game play
occurs substantially simultaneously.

17. The method of clam 14 wherein dealing the plurality of
virtual blackjack hands within the single round of game play
occurs sequentially.

18. The method of claim 14 wherein providing the paytable
comprises providing belly glass with indicia disposed thereon
setting forth the paytable.
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19. The method of claim 14 wherein providing the paytable
comprises providing a database with paytable entries.

20. The method of claim 19 wherein providing the database
with paytable entries comprises providing an attribute entry,
a threshold entry, and a benefit entry.

21. The method of claim 14 wherein providing the benefit
to the player comprises providing a cash value benefit.

22. The method of claim 14 wherein providing the benefit
to the player comprises providing at least one of: a comp
point, a free game start, an element redeemable for a free
game start, a non-cash value benefit, a bonus round entry, an
improved paytable, and an element selected from a premium
play menu.

23. The method of claim 14 wherein comparing the
attribute to the threshold comprises determining if the
attribute exceeds the threshold.

24. The method of claim 14 wherein comparing the
attribute to the threshold comprises determining if the
attribute does not exceed the threshold.

25. The method of claim 14 wherein dealing the plurality of
virtual blackjack hands to the single player at the video ter-
minal comprises dealing to a player using a mobile terminal.

26. The method of claim 14 wherein determining the
attribute comprises determining an attribute comprising at
least one of: number of hands within the plurality that beat a
dealer hand, number of hands within the plurality that tie a
dealer hand, number of hands that exceed a predetermined
point total threshold, number of blackjacks, number of points
by which the dealer hand is beat, poker hand assembled from
within the composite set, number of cards within the com-
posite set that are of a certain suit, number of cards within the
composite set that are of a certain rank, total number of cards
dealt to the composite set, number of hands that are busts,
number of hands that are not busts, total composite set value,
and number of hands that lose to a dealer hand.

27. A system comprising:

a user interface; and

a control system operatively coupled to the user interface

and adapted to:

deal a plurality of virtual blackjack hands to a player
through the user interface;

generate an amalgamation of the plurality of virtual
blackjack hands;

determine an attribute of the amalgamation; and

provide abenefit to the player based at least in part on the
attribute.

28. The system of claim 27 wherein the user interface
comprises a mobile terminal.

29. The system of claim 28 wherein the mobile terminal
comprises at least one of:

a cellular phone, a personal digital assistant, a portable

computer, a pager, and a portable gaming device.

30. The system of claim 27 wherein the control system
comprises a controller positioned remotely from the user
interface.

31. The system of claim 27 further comprising a housing;

wherein the user interface is positioned on the housing; and

wherein the controller is positioned within the housing.

32. A method comprising:

dealing a plurality of virtual blackjack hands to a single

player through a user interface;

generating an amalgamation of the plurality of virtual

blackjack hands;

determining an attribute of the amalgamation; and

Oct. 7,2010

providing a benefit to the player based at least in part on the

attribute.

33. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands comprises varying a number of virtual
blackjack hands between two and more than two.

34. The method of claim 33 wherein varying the number of
virtual blackjack hands comprises receiving input from the
single player relating to how many virtual blackjack hands are
desired by the player.

35. The method of claim 32 further comprising accepting a
wager from the single player relating to the amalgamation.

36. The method of claim 32 further comprising accepting a
first wager from the single player relating to an individual
hand within the plurality of virtual blackjack hands; and

accepting a second wager from the player relating to the

amalgamation.

37. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands comprises dealing the plurality of
virtual blackjack hands within a single round of game play.

38. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands comprises dealing the plurality of
virtual blackjack hands over a series of rounds of game play.

39. The method of claim 32 further comprising comparing
the attribute to a dealer hand.

40. The method of claim 39 further comprising providing a
second benefit if the dealer hand busts.

41. The method of claim 32 wherein determining the
attribute comprises determining an attribute comprising at
least one of: number of hands within the plurality that beat a
dealer hand, number of hands within the plurality that tie a
dealer hand, number of hands that exceed a predetermined
point total threshold, number of blackjacks, number of points
by which the dealer hand is beat, poker hand assembled from
within the amalgamation, number of cards within amalgam-
ation that are of a certain suit, number of cards within amal-
gamation that are of a certain rank, total number of cards dealt
to the amalgamation, number of hands that are busts, number
of hands that are not busts, total amalgamation value, and
number of hands that lose to a dealer hand.

42. The method of claim 32 wherein determining the
attribute comprises determining a plurality of attributes and
wherein providing the benefit comprises providing a benefit
based on the plurality of attributes.

43. The method of claim 32 further comprising accepting
input from the player determining how many hands are in the
plurality of virtual blackjack hands.

44. The method of claim 32 further comprising accepting a
wager per hand of the plurality of virtual blackjack hands.

45. The method of claim 32 further comprising allowing
the player to program automated play for each of the hands of
the plurality of virtual blackjack hands.

46. The method of claim 32 further comprising providing a
distinct dealer hand for each of the plurality of virtual black-
jack hands.

47. The method of claim 46 wherein providing the benefit
is based at least in part on comparing each of the virtual
blackjack hands to a corresponding one of the distinct dealer
hands.

48. The method of claim 32 further comprising varying a
number of decks used in the dealing.

49. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands comprises dealing each of the plural-
ity of virtual blackjack hands from a separate deck of cards.
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50. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands comprises dealing each of the plural-
ity of virtual blackjack hands from a separate shoe.

51. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands occurs substantially simultaneously
such that no hand receives a hit before a last hand of the
plurality of virtual blackjack hands is dealt.

52. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands occurs sequentially such that a hand is
dealt and hit and stay decisions are made before dealing a
second hand.

53. The method of claim 52 further comprising forfeiting a
subsequent hand of the plurality of hands if an initial hand is
a losing hand.

54. The method of claim 32 further comprising requiring
the player to hit on each of the plurality of hands if the player
decides to hit on any of the plurality of hands.

55. The method of claim 32 further comprising requiring a
player to stand on each of the plurality of hands if the player
decides to stand on any of the plurality of hands.
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56. The method of claim 32 further comprising comparing
the attribute to entries in a database to determine the benefit.

57. The method of claim 32 further comprising scaling the
benefit based on a number of units of wager risked by the
player.

58. The method of claim 32 further comprising allowing
the player to select a value for a dealer hand.

59. The method of claim 32 wherein dealing the plurality of
virtual blackjack hands comprises dealing a plurality ofhands
having identical initial cards.

60. The method of claim 32 further comprising providing a
benefit if the attribute comprises a loss of one or more hands
by a margin below a predefined threshold.

61. The method of claim 32 further comprising providing
information relating to cards remaining to be dealt.

62. The method of claim 32 further comprising comparing
game play by the player to perfect play.

63. The method of claim 32 further comprising providing
information relating to the comparing game play to the player.

64-95. (canceled)



